
BOGEY BLASTER 


TM 


f N 5 T R U C T I O N S 

(For 1 Player) 


Hie object of the gams is Eo blast enemy aircraft out of the sky , . . 
arid dodge ground missiles!!! Zero in on enemy planesf Bank left, 
bank right, dive , climb out! Watch your elevationJ Keep track of the 
fuelf Run out of ammo, . .land and refuel, . .take off again! 


For Your Atari* 2600 Game System 



" ATARI is a trademark o! ATARI INC. 
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THE GAME 


It's a dogfight. . . you against ibe enemy! You're the pilch gunner and 
navigator all in one!!! Enemy planes are buzzing you. An I i-aircraft 
ground forces are shelling yon! 

Get an enemy plane in your sights and I IKI'f d ry lo shoot down as 
many as you can! If ground fire (flak) explodes in your sight. . .you're 
hit, . .you quickly lose altitude. Climb back up! Stay dear of the flak! 
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YOUR MANE nONirM JN HEAVY EIAK ZONE 


You must shoot down at least IQ planes before you can land to reluei 
then take off again! [lie game ends when you run oul of ammo com¬ 
pletely or when you crash! I-Yess RF.SF.T and start again. Try to get a 
better score each time. Challenge a friend! 


THE CONTROLS 
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' ' : 


Use the left toy stick controller tor this game. 
Re sure the controller cable is securely 
plugged into the back of your game 
console. Hold the controller so ibe 
RED BUTTON is to your upj>er left. 



LET'S START THE ACTION! 


CHOOSE LEVEL OF DIFFICULTY: 

Before the game begins, set your LEFT Difficulty Switch to "A” or “B" 
It’s much harder to gel aw r ay from enemy shelling in the "A"' position 

TAKE OFF; 

When you start a game, and after you refuel, press the RF'I> BUTTON. 
Ibe runway lights appear to move as your plane starts to move. When 
you gain speed (about 4 seconds), pull back on Ibe JOYSTICK for 

takeoff. If you try to take off 
before gaining enough speed,, you 
will crash! Wail too long l>efore 
lakeoff and you will run out of 
runway. You 11 quickly get the 
hang of the liming! 

Once you are airborne, keep clear of enemy llak and be on the alert 
for enemy planes!!! 

FLY THE PLANE: 

I ly the plane by pushing oil the JOYSTICK. You can make the plane fly 
in four different directions. You can quickly change Hit’ direction the 
plane Is Hying. 1! you don't move the luystjek, you level oil and fly- 
straight ahead. 




PUSli TO MAKE 

mi: mane climb 


PUSH TO MAKE. 
THF PLANE 
BANK | LI']' 


PUSH IO MAKE 
TF1L PEANL Dl VL 


PUSFF TO MAKE 
THI PI AN E 
RANK RIGHT 
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Your point of view is through the cockpit window. As you "turn" the 
plane, your view changes. 



TURN LEFT & l>IVE SEE MORE GROUND 


TURN RIGHT & DIVE. SEE MORE GROUND 



TURN LEFT H CLIMB: SEE MORE SKY 


Tt RN RIGHT M Cl I MB: SF.F. MORE SKY 


AIM & FIRE: 

You’re on a gunnery mission] To fire, get the enemy in your sights, then 
press the RED BUTTON. Make a direct hit and the enemy plane blows up! 

IMPORTANT: Don 't stop shooting until you arc really low- on fuel I It’s 
important to make as many hits as you can when airborne! 

WATCH THE GAUGES: 

It’s important to keep an eye on your gauges. You can fly to a max¬ 
imum 40 altitude (This is 40,000 feet). There aren't many enemy planes 
at this altitude. Fie extra careful when you dive, You lose altitude fast! 

Gel down under 10 and you'd better climb out before you crash! 

Once you are airborne you begin using fuel. Climbing uses about 4 
times as much fuel as diving, and about twice as much as flying level. 


BEFORF UFTOIT. YOUR GAUGES WILL LOOK LIKE THIS. 

























When yon get really low on Fuel, it s lime to land and refuel! T irne this carefully 
or you might run out of fuel and crash! 

Watch the plane position indicator. I fy into the red zone and you’re 
into heavy llak. This zone is even more dangerous at the low altitudes. 
Keep out of this zone as much as possible. 

LAND. . , REFUEL. . .TAKE OFF AGAIN: 

You can land at any lime, BUT you can only refuel and take oil again if 
you made at leasl 10 hits the last time up! Wait until you are really low 
on fuel then fly down to 00 altitude. Wait tor Ihe runway to appear, 
approximately 4 seconds. Push lot ward on the JOYS I ICK until the 
horizon is alt the way up r then release the JOYSTICK- You've landed! 

Once you land to refuel, you lose some ammo. Check your ammo 
gauge. You only have as much ammo as the number oE hits you made 
the last time up. For example, if you got 11 hits then landed, you will 
take off with It ammo after refueling. If you are a crack shot, you can 
refuel several times! 

Once the plane is level after landing, you can lake of! again. 

Remember to gain enough speed before takeolE! 

IMPORTANT: The game ends if you crash, or if you run completely out 
of ammo and cannot take oil again!! 

ENEMY PLANES: 

Enemy planes usually fly in threes. Shoot one and two are left. Go 
alter them! This is when yon need to get fancy with your flying. If they 
Ely left or right, follow them. If you need to conserve fuel, try to .shoot 
down as many enemy planes as you can without climbing or diving. 


SCORING 


r 


Ruling 

111 Tlikc Up 

Entice 

Lij n>c 

SdLnjj 

1 si Timn Up 

Entire ("lump 

Student Pile! 

0-10 

0 ■ 

- 10 

Ace Pilot 

30 - 45 

.50 - 70 

Novice 

10 - 20 

10 

- 30 

Double Ace 

45 - 65 

70 - 90 

fighter Pilot 

20 - 30 

30 ■ 

- 50 

Triple Ace 

65+ 

90+ 


WINING TIPS 



Shcxit down as many enemy planes as you can the first time in 
the air. Don't refuel until you absolutely need to. Ihe more hits 
you make, the more arnrno you gel the next time up! 



When you see llak near your sight, pull back on the JOYSTICK so 
you are climbing when you get hit. This way you won't dive as 
much when you actually get hit. 


90 DAY LIMITED WARRANTY 


I L LEG A MLS warrants to ihe original consumer purchaser of any cartridge 
or cassette it manufactures that the product will be Eree of defects in material 
or workmanship for 90 days from the date of purchase. If defective, 
return the product along with proof of the dale-of-purebase to either your 
local dealer or, postage prepaid, to: 

TELECAMES USA TELEjGAMES UK 

BOX 901 KILBY BRIDGE, WIGS I ON 

LANCASTER. TX75146 LEICESTER LE81TE 

for repair or replacement. This warranty gives you specific legal rights, 
and you may also have other rights which vary from stale to state. This 
warranty does nol cover damage resulting from accident, misuse or abuse. 

THIS PRODUCT IS M ANU TACI UR ED UNDER WORLDWIDE LICENSE BY 
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